comic  book  you  begin  with  an  idea  and  a 
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cuirent  projects.  I  ask  myself  if  it’s  ■ 
and  finances  into.  On  those  that  grab  m 
follow  up  to  see  if  the  book  is  a  succesi 
if  the  publisher/creator  delivered  what  i 
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CHUCK  DIXON 


some  cases.  I’m  a  year  ahead  of  my 
published  books  and  have  time  for 
special  projects  or  annuals  or 
whatever. 

On  both  Birds  of  Prey  and 
Nightwing,  I  had  almost  the  entire 
first  year  of  the  books  scripted 
before  the  pencilers  got  to  work  on 
them.  That  allowed  the  editor  and  I 
to  look  at  that  year  in  one  block. 

We  could  shift  events  and  entire 
arcs  around  to  make  the  year  tighter 

compellingly.  You  can’t  do  that  if 
you’re  on  the  hot  (late)  list  every 


Scott:  What’s  the  easiest  way  to 
distract  you  from  your  computer? 
Chuck  Dixon:  Almost  anything.  A 
bit  of  string.  A  dust  mote  floating 
by.  A  car  horn  six  miles  away. 
TTiat’s  the  hardest  thing  about  being 
a  writer.  It’s  all  in  your  head  until 
you  get  it  down  in  words.  And  in 
between  those  two  things,  the 
thought  and  the  words,  is 
everything  else  in  life. 

Scott:  In  recent  years,  you’ve 
become  known  for  your  ‘Ten 
Commandments  to  Comic  Book 
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eBook  Reader  by  RCA  REB1200 


COPIC’s  Double  V’s 

n . .  '^mJI 

Versatility  and  Variety 


You  may  ask,  “What  is  the  need 
for  colored  markers  these  days? 
We  have  digital  coloring.”True,  the 
work  done  by  digital  colorists  is 
very  impressive  and  may  require 
less  time  than  traditional  coloring 
processes,  and  unlike  a  marker,  a 
mistake  can  be  easily  erased  with 
the  click  of  a  mouse.  But  have  you 
ever  closely  examined  a  piece  of 
color  artwork  rendered  by  hand, 
with  the  experienced  touch  of  an 
artist  versed  in  fine  marker  tech¬ 
nique?  These  pieces  sometimes 
seem  so  much  richer  and  full  of 
life  than  their  digital  counterparts. 
Though  he  may  not  use  markers, 
the  work  of  Alex  Ross  is  an  excel¬ 
lent  example  of  the  beautiful  hand 
crafted  “old  school”  illustration  I’m 
thinking  of. 

When  it  comes  to  using  mark¬ 
ers  I’m  not  talking  about  your  ev¬ 
eryday  waterproof  Corola  Markers, 
but  rather  some  of  the  top  of  the 
line  professional  markers  in  the  in¬ 
dustry.  I’m  talking  about  quality 
tools  like  Prismacolor,  and  particu¬ 
larly  in  this  review,  COPIC  brand 
markers. 

COPIC  Markers  have  been 
widely  used  in  Europe  and  Asia, 
mainly  Japan,  where  their  color¬ 
ing  qualities  go  hand  in  hand  with 
the  style  we  know  as  manga.  Their 
versatility  and  variety  lends  itself 
to  the  imagination  of  the  creator, 
giving  them  many  options  for  their 
creative  style. 

What  makes  the  COPIC 
marker  stand  out  from  the  rest  of 
the  market  is  truly  their  incredible 
versatility.  There  are  three  differ¬ 
ent  types  of  COPIC  markers:  the 


standard  square  designed  COPIC, 
the  oval  designed  COPIC  Sketch 
markers,  and  the  COPIC  Multi- 
Liner.  The  first  two  are  double- 
ended.  All  three  types  are  fast 
drying  and  come  in  a  great  range 
of  colors  with  hues  such  as  mauve 
shadow,  pine  tree  green,  and 
africano.  COPICs  have  been  spe¬ 
cially  formulated  with  a  toner  for¬ 
mulated  to  not  dissolve  their  col¬ 
ors  that  lets  the  user  work  directly 
onto  photocopied  surfaces  while 
providing  clear  unblemished  color. 

The  standard  COPIC  marker 
body  has  a  fine  tip  and  broad  tip 
nib.  These  are  interchangeable, 
with  COPIC  offering  nine  addi¬ 
tional  nibs  for  greater  freedom  of 
technique  in  marker  rendering. 
The  nibs  are  available  in  replace¬ 
ment  packs,  usually  around  1 0  per 
container.  Standard  COPICS  are 
available  in  21 8  vibrant  colors  with 
a  wide  selection  of  invaluable  gray 
scale  gradients,  44  to  be  exact. 

COPIC  sketch  markers  have 
an  oval  body  profile,  giving  you  the 
feel  of  a  fast  flowing  creative  ex¬ 
perience  in  your  hands.  They  paint 
as  well  as  they  draw.  These  tools 
come  with  a  broad  nib  and  a  brush 
like  nib,  available  in  medium, 
broad,  and  super  brush,  and  are 
great  for  delicate  or  bold  expres¬ 
sion.  These  are  perfect  for  many 
advertising  fields  that  comic  art¬ 
ists  sometimes  work  in,  such  as 
fashion,  graphics,  and  fine  art  let¬ 
tering  and  calligraphy.  COPIC 
sketch  markers  are  available  in 
286  colors  and  are  refillable  with 
standard  COPIC  inks.  Their  nibs 
are  interchangeable  as  well. 


The  third  type  of  COPICs  is  the 
multi  Liner,  and  they  are  available 
in  both  pen  and  brush.  The  draw¬ 
ing  pens  allow  work  wonderfully 
without  annoying  running  ink.  The 
pens  come  in  a  wide  range  of  line 
widths,  from  .05  to  1 .0  mm,  while 
the  brushes  come  in  three  differ¬ 
ent  sizes:  small,  medium,  and 
large. 

One  of  the  best  parts  about 
COPIC  markers,  standard  and 
sketch,  is  their  refillable  inkfeature. 
No  more  tossing  away  dried  out 
markers.  Just  fill  the  marker  back 
up  and  you’re  ready  to  go.  Refills 
can  be  used  up  to  six  times.  This 
refillable  feature  gives  you  the  op¬ 
portunity  to  make  your  own  cus¬ 
tom  color  through  mixing  inks,  cre¬ 
ating  an  original  color  all  your  own. 

As  with  other  brands  of 
markers,  COPIC  markers  can  be 
incorporated  with  your  airbrush  by 
inserting  the  broad  end  of  the 
marker  into  a  specifically  designed 
adapter.  Airbrushing  is  very  useful 
for  creating  backgrounds  and  filling 
in  larger  areas.  There  is  relatively 

is  instant.  Using  markers  for 
airbrushing  drains  them  quickly, 
and  the  ability  to  conveniently  refill 
your  COPIC  will  save  you  time, 
money,  and  that  awful  moment 
when  your  last  marker  runs  dry  in 
mid-project  at  2:00  AM.  Now  you 
don’t  have  to  fight  to  get  that  last 
critical  bit  of  color  out  of  your  dying 
marker,  or  wait  ‘til  the  following 
morning  when  the  art  store  finally 
opens  to  get  a  new  one  -  not  to 
mention  hoping  the  store  has  the 
marker  color  you  need  in  stock! 


Individual  COPIC  markers, 
including  the  sketch  variety, 
generally  run  about  five  dollars  a 
piece.  The  COPIC  multiliners  cost 
about  half  that,  depending  on 
where  they  are  obtained.  Sets  run 
about  the  same  when  broken 
down  to  the  single  marker. 
Replacement  inks  run  about  five 
dollars  as  well.  Replacement  nibs 
come  in  packs  of  1 0  (excluding  the 
brush  nibs  which  come  in  packs 
of  3),  and  vary  in  price  according 
to  type.  COPICS  are  can  be 
obtained  though 

www.copicmarker.com  or  though 
the  Blue  Line  Pro  catalog. 

But  are  they  worth  the  extra 
money  compared  to,  let’s  say, 
Prismacolor?  Through  my 
observations  when  comparing  the 
two,  I’d  have  to  say  that  COPIC  is 
one  step  above  its  competitor  in 
quality.  The  color  just  seemed  a 
tad  brighter  and  their  handling 
gave  me  a  better  feel  for  them. 
Don’t  get  me  wrong,  Prismalcolor 
is  an  excellent  brand.  But  if  you’re 
looking  for  the  best  -  or  darn  near 
to  it  -  in  the  tools  for  marker 
rendering,  then  I  would  have  to 
say  COPIC  is  the  brand  you  want 
to  go  with. 

Remember  though,  just 
because  you  have  nice  equipment 
for  the  job  it  doesn’t  mean  the 
work  is  going  to  turn  out  fantastic. 
As  with  all  mediums  it  takes  skill 
and  practice  to  become  efficient 
and  effective  in  the  tool’s  use.  If 
you  rely  solely  on  the  makers 
themselves,  the  work  will  fair  no 

crayon  coloring  contest. 
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BLOOD  ROSE 

TIME  LORDS 


ORDER  ON-LINE:  WWW.BLUELINEPRO.COM 


BLUE  LINE  PRO 


Attn:  Order  Dept.  SK7 
8385-A  U.S.  Highway  42 
P.O.  BOX  6426, 
Florence,  KY  41022-6426 
Phone:(859)282-0096 
Fax:  (859)  282-9412 
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SUBSCRIBE  AND  SAVE!!! 


0*35-70  Inside  U.S. 

0)  *40-00  Canada  &  Mexico  ,  Q  $98.00  Foreign 
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WWW.FMINTERNET.COM 
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CINCINNATI  >401 6  Harrison  Ave»  51 3-661 -6300 


COMC  CONVENTIONS 


Big  Apple  Con 

March  9th  (12pm-8pm)  and  March  10th  (10am-6pm),  2001 
New  York,  NY  in  the  St.  Paul’s  Church  Auditorium.  Contact: 
www.bigapplecon.com  Big  Apple  Comic  Conventions,  74- 
OS  Metropolitan  Ave.  Second  Floor,  Middle  Village,  NY  1 1 373 
718-326-2713  I  contact@ba2k.net. 

San  Diego  Comic  Com  International 

July  19-22, 2001  at  the  San  Diego  Convention  Center,  San 
Diego  CA.  Contact  Fae  Desmond.  Comic-Con  International 
P.O.  Box  128458,  San  Diego,  CA  92112-8458.  Ph.  (619) 
544-9555,  Fax.  (619)  544-0743,  E-mail. 

CCIWEB@AOL.COM  ,  Website.  WWW.COMIC-CON.ORG 

The  EXPO  2001 

Holiday  Inn  Select,  Bethesda,  Maryland  September  14th 
10:00  a.m.  until  6:00  p.m.  Sun:  9:00  a.m.  until  1:00  p.m. 

Dragon  Con 

Friday  August  31”  though  Monday  September  3",  2001  at 
the  Hyatt  Regency  Atlanta  and  Atlanta  Marriott  Marquis, 
GA.  Contact  Ed  Krammer,  P.O.  Box  47696,  Atlanta,  GA 
30362-0696,  Ph.  (770)  925-0115,  Fax.  (770)  623-6321,  E- 
mail.  EDKRAMER@AOL.COM,  Website. 
WWW.DRAGONCON.ORG 

Heroes  Convention 

June  8-10,  2001,  Charlotte  Convention  Center,  contact: 
Heroes  Convention  2001,  P.O.  Box  9181  Charlotte,  NC 
28299  phone:  704-375-7463. 

WWW.HEROESONLINE.COM. 

Mega  Con 

March  2-4, 2001  at  Orlando  FL,  Contact  Beth  Widera,  Mega 
Con,  4023  Tampa  Road,  Suite  2400,  Oldsmar,  FL  34677, 
Ph.  (813)  891-1702,  Fax.  (813)  891-0542,  E-mail. 
megacon2000@megaconvention.com  ,  Website. 
www.megaconvention.com. 

Mid-Ohio-Con, 

November  24-25  2001  at  Hilton  at  Easton  Town  Center  Co¬ 
lumbus  OH,  Contact  Roger  Price,  R.A.P.  Productions,  P.O. 
Box  3831,  Mansfield,  OH  44907-3831,  Ph.  (419)  526-1427, 
Fax.  (603)  250-9252,  E-mail. 

MIDOHIOCON@WFCOMICS.COM,  Website. 

WWW.MIDOHIOCON.COM 

Chicago  Comicfest 

March  31 -April  1  2001,  Ramada  Plaza  Hotel  O'Hare.  Con¬ 
tact  Motor  City  Conventions  INC.,  19785  W.  12  Mile  Rd., 
Suite  231  Southfield,  Ml  48076  Phone:  248-426-8059  Fax: 
248-426-8064. 


Motor  City  Comic  Con 

May  18-20  2001,  Novi  expo  Center,  Novi,  Ml.  Contact  Mo¬ 
tor  City  Conventions  INC.,  19785  W.  12  Mile  Rd.,  Suite  231 
Southfield,  Ml  48076  Phone:  248-426-8059  Fax:  248-426- 
8064. 

Southeast  Trade  &  Retail  Symposium 

August  30,  Atlanta,  GA..  Contact  Motor  City  Conventions 
INC.,  19785  W.  12  Mile  Rd.,  Suite  231  Southfield,  Ml  48076 
Phone:  248-426-8059  Fax:  248-426-8064. 

Pittsburgh  Comicon 

April  27th,  28th,  and  29th  2001,  Pittsburgh  Expomart, 
Monroeville,  PA  Contact:  Michael  &  Renee  George  1002 
Graham  Ave.,  Windber,  PA  15963  PHONE:  (814)  467-4116; 
FAX:  (814)  467-4416  website:  www.pittsburghcomicon.com 

Planet  Comicon  III 

Saturday,  March  25,  10am-5pm  Sunday,  March  26,  10am- 
4pm  Overland  Park  International  Trade  Center  115th  & 
Metcalf,  Overland  Park,  KSAdmission  $10/Day,  $12/2-day 
pass,  $5/kids  ages  6-14,  under  6  free.  Website: 
www.planetcomicon.com 

S.P.A.C.E. 

Small  Press  and  Alternative  Comics  Expo  2001 .  An  Exhibi¬ 
tion  of  Small  Press,  Alternative,  and  Creator-Owned  Com¬ 
ics  Saturday  March  31,  2001  Rhodes  Center  at  The  Ohio 
Expo  Center  Columbus,  Ohio  website:  members.aol.com/ 
BackPorchC/space.html.  Contact  Back  Porch  Comics  c/o 
Bob  Corby  2940  Royalwood  Dr.  Dublin  OH  43017-1904. 

Origins 

July  5-8,  Columbus,  OH.  Contact  WotC,  P.O.  Box  1740, 
Renton,  WA  98057-1740  phone:  800-529-EXPO  website: 
www.wizards.com/conventions  . 

August  2-5,  Milwaukee,  Wl.  Contact  WotC,  P.O.  Box  1740, 
Renton,  WA  98057-1740  phone:  800-529-EXPO  website: 
www.wizards.com/conventions  . 

Wizard  World  Chicago  2001 

August  17-19, 2001  at  the  Rosemont  Expo  Center  in  subur¬ 
ban  Chicago.  Contact:  Brenda  Cook  151  Wells  Avenue, 
Congers,  NY  10920,  ph.  (914)  268-8068,  fax  (914)  268-8069. 
Website:  www.wizardwortd.com 

WonderCon 

April  20-22  2001 ,  Oakland  Convention  Center,  San  Fran¬ 
cisco  Bay  Area  Contact:  WonderCon,  2991  Shattuck  Ave., 
#202,  Berkeley,  CA  94705  phone:  925  825-5410  website: 
www.wondercon.com 
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by  Clint  McElroy 


disposal  of  radio  advertisers  is  a  little 
thing  called  a  “remote”.  They  are  aptly 

away  from  the  studios  of  the  radio 
station.  They  can  add  excitement  to  the 

not  only  interest  but  also  sales  for  the 


I  have  done  thousands  of  the  blasted 

them  have  gone  well... as  a  matter  of 
fact  I  have  done  one  or  two  remotes 
where  I  felt  myself  lucky  to  escape  with 


YES,  IT  DOES. 

In  that  case... Exactly! 

WRONG,  MR.  BLUTARSKY.  YOU  AS 
A  COMIC  BOOK  CREATOR  SHOULD 
BE  VERY  INTERESTED  IN  THIS 
TOPIC.  BECAUSE  THE  PRODUCT 
BEING  SOLD  BY  THE 
AFOREMENTIONED  SHOP 
OWNER...IS  YOUR  CREATION,  AND 
MOST  RADIO  REMOTES 
SCHEDULED  AT  COMIC  SHOPS 
ARE  CENTERED  AROUND  A 
CREATOR’S  VISIT  TO  THE  STORE. 


s§  I SKETCH  POSTAGE 
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Letters  Forum 


SUBMISSION  GUIDELINES 


Please  send  all  submissions  to: 

Att:  Submissions  Editor 

Top  Cow  Productions,  Inc. 

1 0390  Santa  Monica  Blvd.  #110 

Los  Angeles  CA,  90025 

If  Top  Cow  is  interested  in  your  portfolio,  you  WILL 
be  contacted.  It  is  however,  impossible  to  respond 
back  to  every  submission  that  we  receive. 

Content: 

Please  send  photocopies  of  your  work,  as  no  origi¬ 
nal  artwork  will  be  returned.  Include  a  resume  of  past 
work,  education,  etc.  Include  only  your  best  mate¬ 
rial.  It  is  always  a  plus  to  include  Top  Cow  characters 
in  your  submission.  We  recommend  showing  3  to  4 
pages  of  good  story  telling  using  sequential  panels. 

Go  through  the  following  check  list  before  you  sub¬ 
mit  your  portfolio  for  review: 

1 )  Include  only  your  best  work. 

2)  Show  your  grasp  of  dynamic  anatomy. 

3)  Show  your  ability  to  draw  ALL  types  of  people, 

faces  and  expressions. 

4)  Show  your  grasp  of  perspective. 

5)  Show  us  detailed  backgrounds. 

6)  Do  not  send  pin-ups  — tell  us  a  story! 

If  your  work  includes  all  of  these  things,  we  would 

love  to  see  it! 

Does  Top  Cow  accept  writing  submissions  and/or 
story  ideas? 

Currently,  it  is  extremely  difficult  to  get  work  as  a 
writer  for  Top  Cow.  This  is  because  most  of  our  titles 
are  written  in-house  by  their  creators,  and  these  in¬ 
dividuals  are  not  currently  seeking  other  writing  con¬ 
tributions.  When  Top  Cow  IS  in  need  of  a  writer  for 
an  existing  property,  the  company  will  usually  go  to 
an  established  writer  within  the  industry. 

If  you  are  a  talented  writer  with  something  unique 
to  contribute  to  the  world  of  Top  Cow,  the  company 
is  always  interested  in  seeing  your  work.  Top  Cow 
will  keep  it  on  file,  and  should  the  need  for  your  tal¬ 
ents  arise  we  will  contact  you. 

Any  unsolicited  materials  regarding  new  proper¬ 
ties  are  not  accepted. 

What  are  my  chances  of  getting  work  at  Top  Cow? 

Hold  your  work  up  to  the  art  found  in  a  Top  Cow 
comic  book.  We  know  your  friends  and  family  say 
that  you  are  a  great  artist,  but  does  it  look  like  it  will 


you  can!  We  want  to  see  it!!  But,  if  the  answer  is  no  - 
do  not  get  discouraged,  simply  practice,  practice, 
practice!  Take  art  classes,  and  draw  every  day.  Some¬ 
day,  if  the  desire  and  talent  is  there,  you  too  will  be¬ 
come  “super-talented”. 


- DARK  HORSE - 

Dark  Horse  is  interested  in  finding  and  promoting 
new  talent.  However,  due  to  the  volume  of  unsolic¬ 
ited  submissions  Dark  Horse  receives,  we  ask  that 
you  adhere  to  the  following  guidelines: 

Do  not  send  scripts  or  story  proposals  for  any  title 
currently  being  published  by  Dark  Horse.  Dark  Horse’s 
agreements  with  its  licensors  and  creators  prohibit 
Dark  Horse  editors  from  reading  such  submissions. 
Such  submissions  will  be  returned  unreviewed,  or 
will  be  destroyed  if  not  accompanied  by  a  self-ad- 
dressed  stamped  envelope  with  sufficient  postage. 

Feel  free  to  draw  Dark  Horse  characters  for  art 
samples  you  intend  to  submit. 

Never  send  original  art.  Send  photocopies  only. 
Make  sure  the  photocopies  you  send  are  clean  and 
sharp  and  easy  to  “read.”  Be  sure  that  each  page 
has  your  name,  address,  and  phone  number  clearly 
written  somewhere  on  it. 

Please  do  not  make  telephone  calls  to  follow  up 
on  your  samples.  Please  do  not  fax  or  e-mail  sub¬ 
missions  of  any  kind.  Faxed  or  e-mailed  submissions 
will  be  immediately  discarded.  We  do  not  review  web 
sites. 

Writers:  You  can  find  writer’s  guidelines  and  the 
submission  agreement  here. 

Pencillers:  If  you’re  sending  finished  work  (fully 
pencilled  and  inked),  include  copies  of  the  original 
pencilled  pages  before  they  were  inked.  If  you  want 
to  show  full-color  work,  send  color  photocopies.  You 
may  also  include  tear  sheets  of  previously  printed 
work.  There  is  a  sample  script  from  which  to  work, 
available  in  Rich  Text  Format  (RTF),  Microsoft  Word 
97/98,  Microsoft  Word  6.0,  or  Adobe  Acrobat  (PDF) 
format. 

Consider  carefully  what  you  are  sending.  An  edi¬ 
tor  wants  to  see  that  you  can  draw  sequential  art, 
not  pinups.  Five  or  six  consecutive  story  pages  is 


usually  adequate.  Include  quiet  scenes  as  well  as 
action,  utilize  a  wide  variety  of  faces,  figures  (male, 
female,  normal  people  as  well  as  “super”  charac¬ 
ters,  etc.),  and  well-realized  settings.  Ask  yourself 
the  following  questions:  Does  the  angle  you’ve  cho¬ 
sen  take  full  advantage  of  the  dramatic  potential  in  a 
scene?  Do  the  backgrounds  establish  where  the 
characters  are  in  relationship  to  their  surroundings 
and  to  each  other?  Is  there  a  well-defined  foreground, 
middleground,  and  background?  Is  there  a  clear, 
readable  story  even  without  word  balloons  or  cap¬ 
tions?  Have  you  left  adequate  room  for  the  dialogue 
and  captions? 

Inkers:  Include  copies  of  the  original  pencils  be¬ 
fore  they  were  inked. 

Colorists:  You  may  photocopy  up  to  eight  pages 
of  Dark  Horse’s  current  B&W  work  onto  white  paper 
for  coloring  samples  only.  Send  color  photocopies  of 
your  work.  Never  send  originals. 

What  to  expect:  Your  work  will  either  be  kept  on 
file  for  reference  or  destroyed.  If  an  editor  is  inter¬ 


ested  in  your  work,  then  she  or  he  will  probably  con¬ 
tact  you  by  phone,  provided  your  phone  number  is 
included  with  your  submission.  Unfortunately,  due  to 
the  volume  of  submissions  Dark  Horse  receives,  we 
don't  have  time  to  critique  your  work.  If  you’re  look¬ 
ing  for  constructive  criticism,  show  your  work  to  in¬ 
dustry  professionals  at  conventions  or  to  friends  who 
can  be  trusted  to  give  you  an  honest  opinion.  An 
editor’s  job  is  to  find  creators  who  can  produce  pub¬ 
lishable  work.  If  you  think  you  have  the  talent,  de¬ 
sire,  and  professionalism  to  make  it  in  comics,  then 
give  it  your  best  shot.  You  have  nothing  to  lose  by 

Send  your  submissions  to: 

Submissions 

Dark  Horse  Comics 

10956  SE  Main,  Milwaukie,  OR  97222 


Publisher  submission  Information  was  supplied  by  thier  web 
sites.  All  content  is  copyrighted  by  each  publisher. 


IDEA+DESIGN  WORKS  . 

TURNING  IDEAS  INTO  WEAUTViy 


The  industry's  premier  art^ 
and  graphic  design  studio! 


We  specialize  in  executing  your  ideas. 
Our  services  include: 


view  our  on-line  portfolio,  please  visit  our  website: 

www.ideaanddesignworks.com 


•  Cartoon  Network 

(Computer  Color) 

•  Electronic  Arts 

(Character  Design,  Online  Comic  Strip) 

•  Fox  Family/Saban 

(Custom  Illustrations,  Computer  Color) 

•  Microsoft 
(Custom  Illustrations) 

•  Ultimate  Sports  Entertainment 
(NFL/MLB  Custom  Comic  Books, 

Logo  Design,  Ad  Design) 

•  Upper  Deck 

(Wizard  In  Training  Property 
Development  and  Trading  Card  Game, 
Racing  Challenge  Trading  Card  Game) 

•  WildStorm/DC 

(Comic  Book  Lettering,  Script  Writing) 

•  WizKids 

(Mage  Knight  Character  Design, 
Custom  Comic  Book) 


Let  us  bring  y< 
w  ideas  to  life! 


- S 

3  your f  ; 
life!  |  ( 


To  discuss  your  project,  please  call  Ted  Adams  at  Idea  +  Design  Works,  LLC 

2645  Financial  Court,  Suite  E  •  San  Diego,  CA  92117 
(858)  270-1315  •  phone  •  (858)  270-1308  -  fax  . 


BEHIND  THE  PANELS: 

The  Art  of  Trading  Card  Illustration 

by  Joe  Corroney 


Between  the  time  of  the  Silver  Age  when  comic  books  cost  twelve  cents  and  the  decline  of  the  mighty  empire 
in  the  nineties,  there  was  an  age  undreamed  of.  And  onto  this,  Joe  Corroney  was  destined  to  carry  the  gilded 
steel  of  the  mechanical  pencil  with  a  troubled  brow.  From  the  dawn  of  1973  he  came;  moving  silently  down 
through  the  years,  creating  many  secret  artworks,  struggling  to  reach  the  time  of  the  deadline;  when  the  few 
illustrators  who  remain  will  battle  to  the  last.  No  one  has  ever  known  he  was  among  you  ...until  now.  It  is  this, 
Sketch  magazine,  who  alone  can  tell  thee  of  his  saga.  Let  us  hear  of  the  days  of  high  adventure! 


what  I  like  to  call  the  “red-headed 
stepchild’  industry  to  the  big  brother 
comic  book  phenomenon.  The 
industry  I’m  referring  to  -  which 
doesn’t  always  get  the  respect  it 
deserves  from  illustrators  and  the 
like,  though  it  can  be  just  as  fun  and 
lucrative  as  comic  books  -  is  the 
role-playing  game  industry, 
specifically  the  collectible  card 
game  arena.  Pull  up  a  stool  and 
grab  a  tall  mug  of  Glenmorangie,  but 
keep  your  trusty  steel  by  your  side... 
this  business  can  be  a  little  rough. 
We’ll  pull  back  the  wizard’s  veil  and 
reveal  the  secrets  and  creation 
process  of  my  professional  trading 
card  illustration  for  Microsoft’s  Age 
of  Empires  ccg  and  White  Wolf's 
Rage  CCG. 

There  Can  be  Only  One. 

Trying  to  make  a  living  as  an 
illustrator  I  often  ask  myself, 
“Freelancer,  what  is  good  in  life?” 


Most  times  I  answer,  “Crush  your 

you,  hear  the  lamentations  of  the 
women,  and  receive  steady 
paychecks",  but  not  always  in  that 
order.  So  what’s  an  illustrator  to  do 
when  the  comic  book  companies 
aren’t  always  calling  on  you?  When 
you  need  to  keep  the  money  coming 

utilize  your  creative  skills  besides 
flipping  burgers,  role-playing  game 
companies  aren’t  a  bad  place  to 
start.  Besides  giving  you  official 
reasons  for  drawing  things  you  used 
to  get  in  trouble  for  in  high  school, 
these  companies  can  usually  be 
dependable  when  wanting  a 
paycheck  for  your  creative 
illustration  talents  (and  possibly 
warped  imagination  as  well). 
Especially  if  you’re  trying  to  make  a 
name  for  yourself  as  an  illustrator 


Let’s  face  it,  everybody  and  their 
brother  wants  to  draw  comic  books. 


With  so  many  established  artists 
competing  for  the  work  as  more  and 
more  publishers  are  going  under  or 
cutting  back  on  their  titles,  the  work 
can  become  real  competitive  real 
quick.  Comic  books  aren’t  the  only 
place  to  draw  superheroes, 
monsters,  aliens  and  scantily  clad 
women  in  distress.  Bub. 

Working  in  this  gaming  field  was 
not  only  beneficial  for  me  to  express 
my  imagination  (or  get  my  creative 
fix),  but  it  allowed  me  to  explore  a 
variety  of  techniques  as  an 
illustrator.  Not  only  could  I  hone  my 
comic  art  penciling  techniques,  but 
it  allowed  me  to  develop  and 
progress  my  pen  and  ink  and  both 
full  color  traditional  and  electronic 
techniques  as  well.  In  other  words, 
I  expanded  my  horizons  as  an  artist 
and  didn’t  draw  myself  into  a  corner 
just  as  a  penciler.  With  each  new 
company  and  assignment  I  had  new 

strengthened  to  fall  back  on,  which 


Portfolio  Noogie 

qi;. 

Shirt,  Shoes,  and  Effort  Required 


BOB  HICKEY  •  JOE  CORRONEY 

WWW.SACREDSTUDIOS.COM 

ALL  NEW  STORY  AND  ARTWORK  -  EARLY  2001 
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